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ADVENTURE BOOK 


HOW TO USE THE 
ADVENTURE BOOK 


The Dunceons & Dracons® Wrath of Ashardalon™ Board Game is 
a cooperative adventure game. You and your fellow Heroes must 
work as a team to succeed in the adventures that unfold beneath 
Firestorm Peak. You either win together or lose together. 


This book contains the adventures to challenge your Heroes. 
Play the solo adventure, “Adventure 1: A Day in the Life of a 
Hero” (page 3) to get a feel for how the game plays, then try 
“Adventure 2: Monster Hunt” (page 4) with a group of players. 


Once you've tried these adventures, you’re ready for the rest. 
Adventures 1, 2, and 3 use the standard rules originally pre- 
sented in the Castle Ravenloft™ board game. Adventures 4, 5, 7, 
8, 9, 10, 11, and 12 add the optional rules found on pages 14 
and 15 of the Rulebook. We’ve also included two campaigns, 
Adventures 6 and 13, that provide longer, linked experiences. 


Although each adventure lists the recommended number of 
players, every adventure can be played as a solo experience. 
And check out www.DungeonsandDragons.com, where you 
can find bonus adventures for use with this and other Dunceons 
& Dracons Adventure System board games. 


How the Adventures Work 


Each adventure contains the following sections: 


Goal: What the Heroes need to accomplish in order to win 
the adventure. 


Number of Heroes: How many Heroes the adventure is 
designed to handle. This number usually corresponds to the 
number of players (one Hero for each player). You can play any 
of the adventures as a solo experience. You can either run all 
of the Heroes, or you can play a single Hero for the ultimate 
challenge. 


Dunceons & Dracons, D&D, Wizarps oF THE Coast, Wrath of Ashardalon, Castle 
Ravenloft, all other Wizards of the Coast product names, and their respective logos 
are trademarks of Wizards of the Coast LLC in the U.S.A. and other countries. All 
Wizards characters, and the distinctive likenesses thereof are property of Wizards 
of the Coast LLC. This material is protected under the copyright laws of the United 
States of America. Any reproduction or unauthorized use of the material or artwork 
contained herein is prohibited without the express written permission of Wizards 
of the Coast LLC. This product is a work of fiction. Any similarity to actual people, 
organizations, places, or events included herein is purely coincidental. PRINTED IN 
CHINA ©2011 Wizards of the Coast LLC. 


300-21442000-002 EN 


ISBN: 978-0-7869-5570-1 
Visit our website at www.DungeonsandDragons.com 


C€ 


Adventure Setup: This section provides details about any 
special setup needs of the adventure, including notes related 
to Dungeon Tiles, Monsters, tokens, optional rules, and other 
game elements not used in standard adventures. 


Special Adventure Rules: This section contains any new rules 
or rules changes to be incorporated into the adventure. It also 
describes any special Victory and Defeat conditions for the 
Heroes. 


Start the Adventure: Read this text aloud to set the scene of 
the adventure for the players. Some adventures also feature a 
read-aloud section for when a significant scene takes place in 
the adventure. 


Making Adventures More or Less 
Challenging 


To make an adventure more challenging, reduce the number of 
Healing Surge tokens from two to one. 


To make an adventure easier, increase the number of Healing 
Surge tokens from two to three. 


You Don’t Use Every Component in Every 


Game 


There’s a lot of stuff in this box. Make sure you pull out the 
tiles, tokens, and cards needed for the specific adventure you’re 
going to play. Each adventure specifies what components to 
add, and a complete list of all components can be found on 
page 2 of the Rulebook. 


If This Is Your First Game, Use These 


Power Cards 

For your first game or two, use the power cards suggested 
below. Once you’re more familiar with the game, feel free to 
choose your own power cards for your Hero. 


Vistra, Dwarf Fighter: Dwarven Resilience, Charge, Sure Strike, 
Into the Fray, Inspiring Advice 


Quinn, Human Cleric: Healing Hymn, Sacred Flame, Righteous 
Advance, Wrathful Thunder, Astral Refuge 


Heskan, Dragonborn Wizard: Hurled Breath, Arc Lightning, 
Hypnotism, Spectral Ram, Invisibility 


Keyleth, Elf Paladin: Lay on Hands, Divine Challenge, Holy 
Strike, Righteous Smite, Virtue’s Touch 


Tarak, Half-Orc Rogue: Furious Assault, Positioning Shot, 
Distracting Jab, Tornado Strike, Tumbling Escape 


ADVENTURE 1 
A Day in the Life of a Hero 


While chasing monsters through the wilderness around Firestorm 
Peak, you fall through a hole into the caverns below. Can you sur- 
vive long enough to find another way out? 


Goal: Explore the dungeon, reach the Tunnel Exit, and escape 
before the monsters destroy you! 


Number of Heroes: 1 Hero (solo experience) 


Adventure Setup 


Special Components in this Adventure: Start Dungeon Tile, 


Tunnel Exit tile, Kobold Dragonlord Villain Card and figure. 


Place the Start Tile tile on the table. Place the Hero on any 
square adjacent to the stairway on the Start tile. 


Place the Tunnel Exit tile to the side. 


Shuffle the Dungeon Tile stack. Insert the Tunnel Exit tile into 
the Dungeon Tile stack after the 6th tile. 
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Special Adventure Rules 


Tunnel Exit: When the Hero reveals the Tunnel Exit tile, place 
the Kobold Dragonlord on the tile and read the text below. 


Victory: You win the game when your Hero defeats the Kobold 


Dragonlord and escapes from the dungeon by ending his or her 
Hero Phase on the stairs on the Tunnel Exit tile. 


Defeat: You lose this adventure if your Hero has O Hit Points 


at the start of his or her turn and there are no Healing Surge 
tokens remaining. 


When You Start the Adventure, Read: 


The Monsters raiding the village of Longbridge have led you ona 
long chase. Just as you are about to catch up with the last of them, 
the ground beneath you breaks away and you plunge into a deep 
hole. You have fallen into the dungeon beneath Firestorm Peak. 


Can you survive long enough to find a way out of the dark and 
twisting tunnels? 


When You Reveal the Tunnel Exit, Read: 


Ahead, you see light streaming in from above, illuminating a flight 
of ancient stone steps. You've found a way out of the dungeon! 


Unfortunately, the path is guarded by one more Monster—the 
Kobold Dragonlord Meerak! 


Start tile. 


FJONNG JHE AVAT NYO 


ADVENTURE 2 


Monster Hunt 


The Heroes must enter the dungeon beneath Firestorm Peak and 
stop a horde of monsters from ravaging the land. 


Goal: Destroy 12 Monsters. 
Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


Special Components in this Adventure: Start Dungeon Tile. 


Place the Start tile on the table. 


Place each Hero on a square adjacent to the stairway on the 


Shuffle the Dungeon Tile stack. 


IVY SYIVLS FHI NO ON3H YW) 


© 
pe 
me 
fal 
pe] 
me 
“rs 
a 
Se! 
= 
= 
w 
faa 


Special Adventure Rules 


When you defeat a Monster, place the defeated Monster’s 
figure to the side. When the Heroes have collected 12 Monster 
figures, they win the adventure. If a Hero draws a Monster Card 
and there are no figures of that type available because all of the 
figures are in the Heroes’ collection, discard the Monster Card. 


Legion Devil: The Legion Devil is a special Monster that calls 
forth multiple Legion Devil figures when it is drawn. In this 
adventure, each Legion Devil figure defeated counts toward 
the 12 Monster figures needed to achieve a victory. If you 
draw a second or third Legion Devil Monster Card later in 
this adventure, discard the card. Do not put the card on the 
bottom of the Monster Deck and do not draw a new Monster 


Card to replace it. 


Victory: The Heroes win this adventure when they defeat and 
collect 12 Monster figures. 

Defeat: The Heroes lose this adventure if any Hero has O Hit 
Points at the start of his or her turn and there are no Healing 


Surge tokens remaining. 


When You Start the Adventure, Read: 
| For years, bands of roving monsters have assaulted the village of 
i Longbridge, the last bastion of civilization before the foothills of 
| Firestorm Peak. You and your companions have vowed to stop these 


attacks—no matter the cost! 


If the Heroes are Victorious, Read: 
You return to the village with news of your victory over the horde of 
monsters. The village celebrates with a simple festival and gets to 


E rest easy, at least for a little while. 


ADVENTURE 3 
Roghar’s Gear 


The adventurer Roghar, injured while exploring the dungeons of 
Firestorm Peak, needs your help. He lost his pack of gear during 
his escape from the dungeon. Can you find his gear and return 
unscathed? 


Goal: Find and retrieve Roghar’s lost gear. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


Special Components in this Adventure: Start Dungeon Tile, 
Vault tile, Gear token. 


Place the Start tile on the table. 


Place each Hero on a square adjacent to the stairway on the 
Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Vault tile into those tiles. Then, without looking at any of 
the tiles, put the shuffled Vault tile and 3 tiles into the Dungeon 
Tile stack after the 8th tile. (This way, the Vault tile will appear 
between the 9th and 12th tile drawn.) 


Special Adventure Rules 


Vault: When a Hero reveals the Vault tile, do the following and 
then read the text below. 


+ Place the Gear token on the square with the desk. 


+ Draw 2 Monster Cards and place the corresponding 
Monster figures on the Vault tile. These are the guardians 
of the Vault. Place one Monster on the scorch mark and 
the other Monster adjacent to the first. 


+ For the rest of the adventure, each player draws an 
Encounter Card at the start of his or her Villain Phase. 


+ A Hero that ends his or her Hero Phase next to the Gear token 
can pick it up. Place the token on that Hero's Hero Card. 


Victory: The Heroes win the adventure when they destroy the 
guardians of the Vault and recover Roghar’s lost Gear. 


Defeat: The Heroes lose this adventure if any Hero has O Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


‘When You Start the Adventure, Read: 


The adventurer Roghar, still recovering from injuries he received 
within the dungeon beneath Firestorm Peak, needs your help. “I lost 
my pack as I fled,” Roghar explains. “The gear in that pack is very 
important to me.” He asks you to venture back to the dungeon and 
recover his gear for him. 


When the Heroes Reveal the Vault Tile, 
Read: 


You've found a hidden treasure chamber, and you see Roghar’s 
distinctive pack of gear among the items stored there. All that 
stands between you and the gear is a pair of guards. As soon as the 
Monsters spot you, they sneer and prepare to attack. 


ADVENTURE 4 
The Mysterious Chamber 


An opening in the rock leads to one of many chambers hidden 
beneath Firestorm Peak. 


Goal: Find the evil hidden in the Mysterious Chamber and 
destroy it. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules; see page 15 of 
the Rulebook. 


Special Components in this Adventure: Start Dungeon 
Tile, Dire Chamber Entrance tile, 5 Dire Chamber tiles, the 
Chamber Cards, Villain figure and Villain Card determined 
by Chamber Card. 


Place the Start tile on the table. 


Place each Hero on a square adjacent to the stairway on the 
Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Dire Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Dire Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 
8th tile. (This way, the Dire Chamber Entrance tile will appear 
between the 9th and 12th tile drawn.) 


Shuffle the Chamber Deck and the Dire Chamber tiles. 
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Special Adventure Rules 


Dire Chamber Entrance: When a Hero reveals the Dire 
Chamber Entrance tile, read the text below. 


Draw and place the tiles labeled “Dire Chamber” next to each 
unexplored edge of the Dire Chamber Entrance tile. These tiles 
form the Mysterious Chamber. 


Draw the top card from the Chamber Deck to determine the 
contents of the Mysterious Chamber and the final goal for this 
adventure. Follow the directions on the Chamber Card to fill 
the Mysterious Chamber. 


Victory: The Heroes win the adventure by accomplishing the 
goal specified on the Chamber Card that was drawn. 


Defeat: The Heroes lose this adventure if any Hero has 0 Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


Replay: This adventure is actually 14 adventures, since there 
are 14 different Chamber Cards in the game. Each time you 

play this adventure, you're in for a completely different experi- __ 
ence and challenge. - 


| When You Start the Adventure, Read: 


It’s time to once again venture into the dungeon beneath Firestorm 
Peak to root out hidden evil and destroy it. An opening in the rock 


| serves as your way in. 


| When the Heroes Reveal the Dire 


Chamber Entrance Tile, Read: 


| After traveling through winding passages and fighting unspeakable 


monsters, you finally find the entrance to a mysterious chamber. 


ADVENTURE 5 
The Closed Doors 


Why is a section of the dungeon below Firestorm Peak sealed 
behind closed doors? Enter and discover their terrible secret! 


Goal: Discover what hides behind the closed doors. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules and Doors 
rules; see page 15 of the Rulebook. 


Special Components in this Adventure: Ancient Battlefield 
Start Tile, Horrid Chamber Entrance tile, 5 Horrid Chamber 
tiles, the Corrupted Guardians Chamber Card, Gauth figure and 
Villain Card, 8 Closed Door tokens. 


Place the Ancient Battlefield Start Tile on the table. 


Place the two Door Tiles with white triangles next to the 
Ancient Battlefield Start Tile as shown in the diagram below. 
Shuffle the Closed Door tokens and place one face-down on 
each open door symbol on the two tiles. 


Place each Hero anywhere on the Ancient Battlefield Start Tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Horrid Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Horrid Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 


8th tile. (This way, the Horrid Chamber Entrance tile will appear 


between the 9th and 12th tile drawn.) 


Shuffle the Horrid Chamber tiles. 


Special Adventure Rules 


Doors: When a Hero draws a tile with an open door symbol, 
place the top Closed Door Token face-down on the symbol. See 
page 15 of the Rulebook for additional information. 


Horrid Chamber Entrance: When a Hero reveals the Horrid 
Chamber Entrance tile, place a Closed Door token on the tri- 
angle on the tile, as shown on the diagram below. 


Draw and place the tiles labeled “Horrid Chamber” next to 
each unexplored edge of the Horrid Chamber Entrance tile. 
These tiles form the Secret Chamber. 


When the door to the Secret Chamber is opened, follow the 
directions on the Corrupted Guardians Chamber Card to fill the 
Chamber and read the text below. 


Victory: The Heroes win the adventure by destroying all of the 
Monsters in the Secret Chamber. 


Defeat: The Heroes lose this adventure if any Hero has 0 Hit 
Points at the start of his or her turn and there are no Healing 


Surge tokens remaining. 


When You Start the Adventure, Read: 


A short drop into a cave reveals corridors in three directions. Closed 
doors block some of the paths into the tunnels beneath Firestorm 
Peak. What secrets will be revealed when you explore deeper into 
the dungeon? 


When the Heroes Open the Final Door, 
Read: 


Beyond the doors lies a horrid chamber filled with vile monsters. 
One terrible creature stands out among the rest—a floating orb 
with a central eye surrounded by flailing eye stalks. “Intruders!” the 
wretched creature screams. “Destroy them!” 


ADVENTURE 6 
Campaign Against the Clans 


The monster clans of Firestorm Peak work for the red dragon 
Ashardalon. If you can defeat the clans, the red dragon will lose 
some of its best defenses. 


Goal: Defeat the leaders of the Monster clans. 


Number of Heroes: 2-5 Heroes (group adventure). 


Starting the Campaign 


Each player chooses a Hero for the duration of the campaign. 
This campaign consists of three linked adventures: Duergar 
Garrison, Kobold Clan, and Orc Clan. 


When You Start the Campaign, Read: 


Orc clans, kobold tribes, and duergar bands gather under the 


leadership of the red dragon Ashardalon. To weaken the dragon, you 
must defeat these bands. 


Adventure Setup 


Each adventure in this campaign uses the optional Boon Card 
rules and Chamber rules; see page 15 of the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Dire Chamber Entrance tile, 5 Dire Chamber tiles, Kobold Clan 
Lair Chamber Card, Orc Clan Lair Chamber Card, Duergar 
Garrison Chamber Card, Kobolds Clobbered! Boon Card, Orcs 
Overwhelmed! Boon Card, Duergar Defeated! Boon Card, 
Treasure tokens, as well as the Kobold Dragonlord, Orc Storm 
Shaman, and Duergar Captain figures and Villain Cards. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it. Shuffle the 
Dire Chamber Entrance tile into those tiles. Then, without look- 
ing at any of the tiles, put the shuffled Dire Chamber Entrance 
tile and 3 tiles into the Dungeon Tile stack after the 8th tile. 
(This way, the Dire Chamber Entrance tile will appear between 
the 9th and 12th tile drawn.) 
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Find the Kobold Clan Lair, Orc Clan Lair, and Duergar Garrison 
Chamber Cards and shuffle them. This is your Chamber Deck 
for the campaign. 


Shuffle the Treasure tokens and place them in a stack to the 
side of your play area. 


Special Adventure Rules 


Treasure Tokens: When a Hero defeats one or more Monsters 
on his or her turn, that Hero draws one Treasure token. Most 
tokens represent gold, but some say “Treasure.” If you draw a 
“Treasure” token, draw one Treasure Card. 


Dire Chamber Entrance: When a Hero reveals the Dire 
Chamber Entrance tile, draw the top Chamber Card from the 
Chamber Deck to determine which lair you’ve found. 


Draw and place the tiles labeled “Dire Chamber” next to each 
unexplored edge of the Dire Chamber Entrance tile. These 


tiles form the Clan Lair Chamber. Follow the directions on the 
Chamber Card to fill the Clan Lair Chamber. 


If the Heroes defeat the leader, they receive a reward. 


+ When the Heroes defeat the Duergar Garrison, the party 
gains the “Duergar Defeated!” Boon Card. 


¢+ When the Heroes defeat the Kobold Clan, the party gains 
the “Kobolds Clobbered!” Boon Card. 


+ When the Heroes defeat the Orc Clan, the party gains the 
“Orcs Overwhelmed!” Boon Card. 


Victory: The Heroes win the adventure by defeating the clan 
leader. Play again to try to defeat the next clan leader. 


Defeat: The Heroes lose the adventure and the campaign if any 
Hero has 0 Hit Points at the start of his or her turn and there 
are no Healing Surge tokens remaining. 


Between Adventures 


If the Heroes defeat a clan leader, they can prepare to play this 
adventure again to locate and fight the next clan leader. 


The Heroes keep everything they found in the previous ad- 
venture. They can use any gold they found to buy equipment. 
To determine what’s available for purchase, turn over the 


~ top 3 Treasure Cards. The cost to buy equipment is listed on 


each card. 


- Before you start the next adventure in this campaign, you can 


exchange a Hero’s power with another power of the same type. 
_ For example, you can replace one At-WiIll power with a differ- 
~ ent At-Will power. 


: To start the next adventure, discard the Chamber Card you 
already completed and reshuffle all components of this adven- 


— ture. Refresh your Healing Surges. Enter the dungeon! 


ADVENTURE 7 
Find the Secret Tunnel 


You have been given a map showing the approximate location of a 
secret tunnel within Firestorm Peak. 


Goal: Defeat the guardians protecting the secret tunnel. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules and Doors 
rules; see page 15 of the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Horrid Chamber Entrance tile, 5 Horrid Chamber tiles, Secure 
Exit tile, Elite Regiment Chamber Card, 8 Closed Door tokens. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Horrid Chamber Entrance into those tiles. Then, without 
looking at any of the tiles, put the shuffled Horrid Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 
8th tile. (This way, the Horrid Chamber Entrance tile will appear 
between the 9th and 12th tile drawn.) 


Shuffle the Closed Door tokens and place them in a face-down 
stack. 


Place the Secure Exit tile and the Elite Regiment Chamber Card 
to the side. 


Special Adventure Rules 


Doors: When a Hero draws a tile with an open door symbol, 
place the top Closed Door Token face-down on the symbol. See 
page 15 of the Rulebook for additional information. 


Horrid Chamber Entrance: When a Hero reveals the Horrid 
Chamber Entrance tile, read the text below and refer to 
the Elite Regiment Chamber Card. 


Draw and place the tiles labeled “Horrid Chamber” next 

to each unexplored edge of the Horrid Chamber Entrance 
tile. These tiles form the Elite Regiment Chamber. Follow 
the directions on the Elite Regiment Chamber Card to fill 
the Chamber. 


Place the Secure Exit tile adjacent to any unexplored 
Chamber tile edge. 


| When You the Adventure, Read: 


: final battle. 


: guards. If you can defeat these guardians, you can collapse the 


Victory: The Heroes win the adventure — 
by defeating all the Monsters in the Elite 
Regiment Chamber and escaping the dungeon through the 
Secure Exit tile. To escape the dungeon, a Hero must end his o 
her Hero Phase on the ladder on the Secure Exit tile. 


Defeat: The Heroes lose this adventure if any Hero has O Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


A map showing a secret tunnel that the Monsters of Firestorm Peak 
are using to attack the village has come into your possession. You 
must seal this tunnel before Ashardalon rallies his forces for the 


When the Heroes Reveal the Dire 


Chamber Entrance Tile, Read: 


The passage ahead widens, revealing a number of monstrous 


tunnel and close off this aproach to the village. 
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ADVENTURE 8 
Free the Captives 


The duergar clans have taken many captives from the lands around 
the village of Longbridge, using them to work the mines beneath 
Firestorm Peak. 


Goal: Find the duergar prison and free the captives. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules and Door 
rules; see page 15 of the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Dire Chamber Entrance tile, 5 Dire Chamber tiles, Prison Guard 
Chamber Card, 5 Villager Adventure Cards, 5 Villager tokens, 8 
Closed Door markers. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Dire Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Dire Chamber 
Entrance tile and 3 tiles after the 8th tile. (This way, the Dire 
Chamber Entrance tile will appear between the 9th and 12th 
tile drawn.) 


Shuffle the Closed Door tokens and place them in a face-down 
stack. 


Place the Prison Guard Chamber Card to the side. 


Special Adventure Rules 


~ Doors: When a Hero draws a tile with an open door symbol, 


_ page 15 of the Rulebook for additional information. 


Dire Chamber Entrance: When the Hero reveals the Dire 
~ Chamber Entrance tile, read the text below and refer to the 
- Prison Guard Chamber Card. 


Draw and place the tiles labeled “Dire Chamber” next to each 


the Prison Guard Chamber. Follow the directions on the Prison 
- Guard Chamber Card to fill the Chamber. 


_ Villagers: Each player draws a Villager Adventure Card and 
_ places the matching Villager token on a Dire Chamber tile. 

_ Keep drawing until all 5 Villager tokens are placed. Fill all the 
tiles before placing a second Villager token on a tile. 


place the top Closed Door Token face-down on the symbol. See 


_ unexplored edge of the Dire Chamber Entrance tile. This forms 


At the end of each player’s Hero Phase, the 

player rolls the die. The result indicates which 

Villager that player activates this turn. Follow the tactics on 
the Villager’s card. If a player rolls a number for a Villager no 
longer in play, then no Villager activates this turn. 


The Villagers count as Heroes when you check a Monster’s 
tactics. If there is a choice involved, a Monster will move toward 
or attack a Villager in preference to a Hero. 


Victory: The Heroes win the adventure if they defeat all the 
Monsters in the Prison Guard Chamber and at least 1 Villager is 
still in play. 


Defeat: The Heroes lose this adventure if any Hero has O Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. The Heroes also lose when all 5 
Villager markers are removed from play. 


When You Start the Adventure, Read: 


Villagers have disappeared each time the marauding bands of 


monsters attacked Longbridge. This time, you track the raiders to a 
dungeon entrance in the volcano’s foothills. . . . 
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ADVENTURE 9 
Sneaky Endeavor 


Ashardalon has stolen many important and powerful relics over the 
years. Can you sneak into the dragon’s lair and recover a lost item of 
untold power? 


Goal: Sneak through the dungeon, retrieve a stolen treasure 
from Ashardalon’s lair, and then find a way out of the dungeon. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules; see page 15 of 
the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Horrid Chamber Entrance tile, 5 Horrid Chamber tiles, Tunnel 
Exit tile, Treasure tokens, Rage Drake figure and Villain Card, 
Ashardalon figure and Villain Card, Ashardalon Breathes! 
Encounter Card. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack, take 3 tiles from it, and shuffle 
the Horrid Chamber Entrance tile into those tiles. Place the 
Tunnel Exit tile at the bottom of the stack of 4 tiles. Then, with- 
out looking at any of the tiles, put the shuffled Horrid Chamber 
Entrance, Tunnel Exit, and 3 tiles into the Dungeon Tile stack 
after the 8th tile. (This way, the Horrid Chamber Entrance tile 
will appear between the 9th and 12th tile drawn, and the 
Tunnel Exit tile will be the 13th tile drawn.) 


Place the Ashardalon Breathes! Encounter Card to the side. 


Special Adventure Rules 


Horrid Chamber Entrance: When a Hero reveals the Horrid 
Chamber Entrance tile, do the following instead of using a 
Chamber Card and then read the text below. 


+ Draw and place the tiles labeled “Horrid Chamber” next to 


Ashardalon: When a Hero reveals the Horrid 
Chamber Entrance tile, place the Ashardalon figure on the 
Start tile. Draw the top 3 Encounter Cards and shuffle the 
Ashardalon Breathes! Encounter Card into those cards. Then, 
without looking at any of the cards, return them to the top of 
the Encounter Card deck. 


Treasure Tokens: The face-down Treasure tokens represent the 
most valuable treasure in this particular chamber. A Hero that 
ends his or her Hero Phase next to a Treasure token can pick it 
up, provided there are no Monsters on the tile. Turn the token 
face-up and place it on that Hero’s Hero Card. If the token is 
“Treasure,” draw a Treasure Card to see what the stolen item is. 


Tunnel Exit: When a Hero reveals the Tunnel Exit tile, he or she 
has found another way to escape from the dungeon. 


Victory: The Heroes win the adventure by finding the Treasure 
token and escaping the dungeon with the item. To escape the 
dungeon, a Hero with the item must end his or her Hero Phase 
on the stairs on the Start tile or on the stairs on the Tunnel Exit 
tile. As long as one Hero carries the item out of the dungeon, 
the Heroes win. 


Defeat: The Heroes lose this adventure if any Hero has O Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


When You Start the Adventure, Read: 


You sneak into the dungeon, hoping to find the stolen treasure 


without raising any alarms... 


When the Heroes Reveal Horrid 
Chamber, Read: 


The chamber ahead appears to be one of Ashardalon’s treasure 
vaults. The rage drake within turns toward you and attacks, just as 


you hear a great roar in the distance. 


each unexplored edge of the Horrid Chamber Entrance tile. - / - 


This forms one of Ashardalon’s Treasure Chambers. 


+ Place the Rage Drake figure on any Chamber tile. Then, 
each player draws a Monster Card and places the corre- 
sponding figure on a Chamber tile. Fill empty tiles before 
adding a second Monster to a tile. Put a Shield marker on 
each Monster Card to remind you which Monsters belong 
to the Chamber. 


+ Remove one of each of the following from the Treasure 
tokens: 100 gp, 200 gp, 300 gp, 400 gp, Treasure. Select 
one of these tokens for each Chamber tile in play, starting 
with the Treasure and then the gold tokens. Shuffle the 
selected tokens and randomly place each token face down — 
on a different Chamber tile. 
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ADVENTURE 10 
The Vast Gate Ritual 


Ashardalon isn’t the only evil at work in the depths of Firestorm 
Peak... 


Goal: Find the chamber and stop the ceremony to open a gate 
to the Far Realm. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules; see page 15 of 
the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Dire Chamber Entrance tile, 5 Dire Chamber tiles, Tunnel Exit 
tile, Gate Ceremony Chamber Card, Ceremony Progresses! 
Encounter Card, 5 Time tokens, Vast Gate Ritual marker. 


Place the Start tile on the table. Place the Heroes on any square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack, take 3 tiles from it, and shuffle 
the Dire Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Dire Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 
8th tile. (This way, the Dire Chamber Entrance tile will appear 
between the 9th and 12th tile drawn.) 


Place the Tunnel Exit tile and the Gate Ceremony Chamber 
Card to the side. Set aside the Ceremony Progresses! Encounter 
Card, Time tokens, and Vast Gate Ritual marker. 


Special Adventure Rules 


Dire Chamber Entrance: When a Hero reveals the Dire 
Chamber Entrance tile, read the text below and refer to the 
Gate Ceremony Chamber Card, 


Draw and place the tiles labeled “Dire Chamber” next to each 
unexplored edge of the Dire Chamber Entrance tile. This forms 
the Gate Ceremony Chamber. Follow the directions on the Gate 
Ceremony Chamber Card to fill the Chamber. 


Place the Vast Gate Ritual marker on any Chamber tile. Place 5 
Time tokens on the marker. 


Place the Tunnel Exit tile adjacent to any unexplored Chamber 
edge. 


Place the Ceremony Progresses! Encounter Card on top of the 
Encounter Deck. 


Victory: The Heroes win the adventure by defeating the 
Monsters in the Ceremony Chamber and destroying the 
Vast Gate. 


Defeat: The Heroes lose this adventure when the last Time 
token is removed. The Vast Gate opens and unleashes a horde 
of aberrant monsters from the Far Realm! 


The Heroes also lose this adventure if any Hero has 0 Hit Points 
at the start of his or her turn and there are no Healing Surge 
tokens remaining. 


If the Heroes lose this adventure, you can immediately follow 
up with “The Vast Gate Opens” on page 13. 


When You Start the Adventure, Read: 


The tunnel winds through the depths of Firestorm Peak, becom- 


ing more and more strange and alien the farther you travel. It’s as 
though an unnatural evil has infused the very stone of the moun- 
tain. In the distance, you hear a vile chanting that sends shivers up 


| your spine. 


When the Heroes Reveal the Dire 


Chamber Entrance Tile, Read: 


The chamber widens to reveal a crowd of evil cultists performing 
some kind of foul ceremony! A hole begins to open in the air, 
revealing a portal to a nightmare dimension. 


ADVENTURE 11 
The Vast Gate Opens 


The portal to the Far Realm opens wide. Terrible Monsters pour 
forth, and the Heroes must fight to survive. 


Goal: Survive the rampaging Monsters and escape from the 
dungeon. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules; see page 15 of 
the Rulebook. 


You can play this adventure as presented, or you can play it as 
a sequel to Adventure 10: The Vast Gate Ritual if the Heroes 
were defeated in that adventure. 


Special Components in this Adventure: Dire Chamber Start 
tile, 5 Dire Chamber tiles, Horrid Chamber Entrance tile, 

5 Horrid Chamber tiles, Tunnel Exit tile, Vast Gate marker, 
Vast Gate Flares! Encounter Card, Corrupted Guardians 
Chamber Card. 


Place the Dire Chamber Start tile on the table. Place the Vast 
Gate marker in the center of the Dire Chamber Start tile. 


Place each Hero on a square adjacent to the Vast Gate marker. 


Draw and place the tiles labeled “Dire Chamber” next to each 
unexplored edge of the Dire Chamber Start Tile. 


Shuffle the Encounter Deck. Draw 3 Encounter Cards without 
looking at them and shuffle the Vast Gate Flares! Encounter 
Card into the 3 Encounter Cards. Place the 4 shuffled cards on 
top of the Encounter Deck. 


Shuffle the Dungeon Tile stack, take 3 tiles from it, and shuffle 
the Horrid Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Horrid Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 
8th tile. (This way, the Horrid Chamber Entrance tile will appear 
between the 9th and 12th tile drawn.) 


Place the Tunnel Exit tile and the Corrupted Guardians 
Chamber Card to the side. 
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Special Adventure Rules 


| The Vast Gate to the Far Realm flares open, disgorging a horde of 


§ and seal the exit behind you! 


| When the Heroes Reveal the Horrid 
| Chamber Entrance tile, Read: 
E The corrupting energy radiating from the Far Realm portal has 


Vast Gate: At the end of each Hero’s Exploration Phase, if 
there is no Monster on the Dire Chamber Start tile, draw a 
Monster Card and place the corresponding Monster figure 
adjacent to the Vast Gate marker. 


Horrid Chamber Entrance: When a Hero reveals the Horrid 
Chamber Entrance tile, read the text below. 


Draw and place the tiles labeled “Horrid Chamber” next to 
each unexplored edge of the Horrid Chamber Entrance tile. 
This forms the Corrupted Guardians Chamber. Follow the 
directions on the Corrupted Guardians Chamber Card to fill 
the Chamber. 


Place the Tunnel Exit tile adjacent to any unexplored Chamber 
edge. 


Victory: The Heroes win the adventure when all Heroes escape ] 
through the Tunnel Exit. To escape, a Hero must end his or her — 
Hero Phase on the stairs on the Tunnel Exit tile. 


Defeat: The Heroes lose this adventure if any Hero has 0 Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


Playing as Sequel: If the Heroes were defeated in Adventure 
10, then play this adventure to see what happens when the 
Vast Gate opens. The Heroes start at full Hit Points and with a 
new set of Power Cards, but they have just one Healing Surge 
token to use in this adventure. 


You Start the Adventure, Read: 


terrible monsters. Your only chance is to escape from the dungeon 


: twisted the guardians here into unimaginable horrors. You must — 
f fight through to the exit and seal this portion of the mountain 
| forever... | 
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ADVENTURE 12 
The Wrath of Ashardalon 


In Ashardalon’s lair, the Heroes finally confront the powerful red 
dragon. 


Goal: Destroy Ashardalon the red dragon. 


Number of Heroes: 2-5 Heroes (group adventure). 


Adventure Setup 


This adventure uses the optional Chamber rules; see page 15 of 
the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Dire Chamber Entrance tile, 5 Dire Chamber tiles, Horrid 
Chamber Entrance tile, 5 Horrid Chamber tiles, Unknown 
Overlord Chamber Card, Ashardalon’s Lair Chamber Card, 
Ashardalon figure and Villain Card, Ashardalon Breathes! 
Encounter Card, Monster Tokens. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Place the Ashardalon Breathes! Encounter Card, the two 
Chamber Cards, and the Monster tokens to the side. 


Shuffle the Dungeon Tile stack. Take 7 tiles from it, and shuffle 
the Dire Chamber Entrance tile into those tiles, and set them 
aside. Take 3 more tiles from the Dungeon Tile stack and 
shuffle the Horrid Chamber Entrance tile into those tiles. Then, 
without looking at any of the tiles, put the 8 tiles containing the 
Dire Chamber Entrance tile on top of the 4 tiles containing the 
Horrid Chamber Entrance tile. Then put the 12 tiles on top of 
the remaining Dungeon Tile stack. 
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Special Adventure Rules 


Dire Chamber Entrance: When a Hero reveals the Dire 
Chamber Entrance tile, read the text below. 


Draw and place the tiles labeled “Dire Chamber” next to each 

unexplored edge of the Dire Chamber Entrance tile. This forms 
the Unknown Overlord Chamber. Follow the directions on the 

Overlord Chamber Card to fill the Chamber. 


Horrid Chamber Entrance: When a Hero reveals the Horrid 
Chamber Entrance tile, read the text below. 


Draw and place the tiles labeled “Horrid Chamber” next to 
each unexplored edge of the Horrid Chamber Entrance tile. This 
forms the Ashardalon’s Lair Chamber. Follow the directions on 
the Ashardalon’s Lair Chamber Card to fill the Chamber. 


Victory: The Heroes win the adventure when they destroy 
Ashardalon the red dragon. 


Defeat: The Heroes lose this adventure if any Hero has 0 Hit 
Points at the start of his or her turn and there are no Healing 
Surge tokens remaining. 


When You Start the Adventure, Read: 


Gigantic stone pillars support this enormous tunnel that leads to 
Ashardalon’s lair... . 


When the Heroes Reveal the Dire 
Chamber Entrance tile, Read: 


The passage ahead widens and you hear a voice call out, “If you 


want to reach Ashardalon, you have to get past me...” 


When the Heroes Reveal the Horrid 
Chamber Entrance tile, Read: 


The passage opens to reveal Ashardalon’s lair! The red dragon ap- 


pears to be waiting for you. “You have fought well, tiny creatures, 
but now you face Ashardalon!” The red dragon flies toward you... 


When the Heroes Defeat Ashardalon, 
Read: 


The red dragon roars in pain as it collapses to the floor. The 
mountain shudders and rumbles, and the volcano begins to erupt. 
As the tunnels begin to fill with boiling lava, you barely escape the 
dungeon. 


The villagers welcome you and celebrate the day the red dragon fell, 
recording your names in their tales and legends as the Heroes of 
Firestorm Peak! 


ADVENTURE 13 


Assault on Firestorm Peak 
Campaign 

Explore the chambers within Firestorm Peak to find the lair of the 
red dragon Ashardalon. 


Goal: Defeat each challenge in turn until you reach the lair of 
Ashardalon and you can try to destroy the red dragon. 


Number of Heroes: 2-5 Heroes (group adventure). 


Starting the Campaign 
Each player chooses a Hero for the duration of the campaign. 
This campaign consists of as many as 14 linked adventures. 


When You Start the Campaign, Read: 


Your quest to destroy Ashardalon begins within the depths of 


Firestorm Peak. What mysterious chambers and vile guardians 
stand between you and your goal? 


Adventure Setup 


Each adventure in this campaign uses the optional Boon Card 
rules and Chamber rules; see page 14 and 15 of the Rulebook. 


Special Components in this Adventure: Start Dungeon Tile, 
Dire Chamber Entrance tile, 5 Dire Chamber tiles, Chamber 
Cards, Treasure tokens, and other optional components as 
determined by the draw of the Chamber Cards. 


Place the Start tile on the table. Place each Hero on a square 
adjacent to the stairway on the Start tile. 


Shuffle the Dungeon Tile stack. Take 3 tiles from it and shuffle 
the Dire Chamber Entrance tile into those tiles. Then, with- 
out looking at any of the tiles, put the shuffled Dire Chamber 
Entrance tile and 3 tiles into the Dungeon Tile stack after the 
8th tile. (This way, the Dire Chamber Entrance tile will appear 
between the 9th and 12th tile drawn.) 


Shuffle the Treasure tokens and the Dire Chamber tiles. 


Find the Elite Regiment and Ashardalon’s Lair Chamber Cards 
and place them to the side. Take 3 Chamber Cards from the 
deck and shuffle the Ashardalon’s Lair card into those cards. 
Take the remaining Chamber Cards and shuffle the Elite 
Regiment card into those cards. Then place the 3 cards and the 
Ashardalon’s Lair card at the bottom of the deck. 


Special Adventure Rules 


Treasure Tokens: When a Hero defeats one or more Monsters 
on his or her turn, that Hero draws one Treasure token. Most 
tokens represent gold, but some say “Treasure.” If you draw a 
“Treasure” token, draw one Treasure Card. 


Dire Chamber Entrance: When a Hero reveals the Dire 
Chamber Entrance tile, draw the top Chamber Card from the | i 
Chamber Deck to determine which lair you’ve found. : 


Surges. Enter the dungeon! 


Draw and place the tiles labeled “Dire Chamber” 
next to each unexplored edge of the Dire Chamber Entrance 
tile. These form one of the Quest Chambers. Follow the direc- 
tions on the Chamber Card to fill the Chamber. 


Boons: If the Heroes defeat certain Chambers, they receive a 
reward in the form of a Boon Card. The Chamber Card and its 
associated Boon Card are shown below. 


Boon Card 
Bypassed Guards 
Dwarven Traders 
Short Cut 

Kobolds Clobbered 


Orcs Overwhelmed 


Chamber Card 

1st Chamber Card defeated 
3rd Chamber Card defeated 
5th Chamber Card defeated 
Kobold Clan Lair 

Orc Clan Lair 


Duergar Garrison Duergar Defeated 


Victory: The Heroes win each adventure by completing the 
goal listed on the Chamber Card. Play again to advance to the 
next quest on your mission to destroy Ashardalon! 


Defeat: The Heroes lose if any Hero has O Hit Points at the start 
of his or her Hero Phase and there are no Healing Surge tokens 
remaining. The Heroes may advance to the next quest, but for 
this and all remaining quests they start with 1 Healing Surge 
token instead of 2. If the Heroes are defeated a second time, 
they lose this campaign. 


Elite Regiment: When the Heroes discover the Elite Regiment 
Chamber, all adventures become harder. From now on, when- 
ever a Hero draws an Encounter Card, instead that Hero draws 
two Encounter Cards. 


Ashardalon’s Lair: When the Heroes discover Ashardalon’s Lair, 
the final battle of the campaign begins! 


Between Adventures 


If the Heroes defeat a chamber, they can prepare to play this 
adventure again to locate and fight the next chamber. 


Heroes keep everything they found in the previous adventure. 
They can use any gold they found to buy equipment. To deter- __ 
mine what's available for purchase, turn over the top 3 Treasure — 
Cards. The cost to buy equipment is listed on each card. (After 
their 3rd victory, the Heroes receive the Dwarven Traders Boon 
Card that increases the number of Treasure Cards for sale to 5.) 


Before you start the next adventure, you can exchange a Hero’s __ 
power with another power of the same type. For example, you 
can replace one At-WIII power with a different At-Will power. _ 


To start the next adventure, discard the Chamber Card you al- 
ready completed and reshuffle all components of this adventure _ 
except for the Chamber Deck. Refresh your Healing 
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